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RINGKASAN 
Indonesia merupakan negara dengan tingkat keanekaragaman hayati serta 
tingkat endemisme yang sangat tinggi, sehingga termasuk salah satu negara Mega 
Biodiversity. Kekayaan keanekaragaman hayati tersebut adalah aset bagi 
pembangunan nasional mengandalkan keanekaragaman hayati. Meningkatnya 
kebutuhan manusia dan tekanan terhadap lingkungan khususnya sumber hayati 
laut. Hal ini menyebabkan beberapa biota laut menjadi langka dan terancam 
punah. Karena kurangnya informasi dan media pengenalan, maka dengan 
kemajuan teknologi salah satunya berupa 3D hologram bisa menjadi terobosan 
yang bagus dan menarik untuk media informasi dan pengenalan  biota laut yang 
dilindungi diwilayah laut Indonesia menggunakan. 
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 Indonesia is the country with the level of biodiversity as well as the level of 
endemism is very high, making it one of the country’s Mega Biodiversity. The 
richness of the biodiversity is an asset for the development and prosperity of the 
nation because most national development relies on biodiversity. The growing 
human needs and pressures on the environment particularly for biological 
resources of the sea, resulting in a population decline of some marine animals 
become rare and endangered species. To cope with the continuous population 
decline and extinction, then anticipate the need for conservation efforts include 
aspects of conservation, protection and utilization. Therefore it needs a medium to 
provide information and education to the community at the same time about the 
marine life is protected. With the goal of keeping the public participation to help 
preserve biodiversity so as not to become extinct. The hologram is a technique 
that allows the light scattered from a object, was recorded and later recordings 
are recorded. The images chage according to the position and orientation of the 
system changes the view in the same way as when the object is still there. So the 
image recorded will appear on three dimensions (3D) commonly referred to as a 
hologram. Apperance on modern hologram can be seen with normal lighting and 
can also show the 3D image of the big things that move with the s taining.  
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